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im Please contact yowl 



BMGie office tor Iwttier details. 



STOP PRESS! 



DUE TO MASSIVE CONSUMER DEMAND, SEGA HAVE ANNOUNCED THAT AN 

VERSION OF DAYTONA WILL BE RELEASED BEFORE THE END OF THE YEAR! 



AMAZING STOP 
PRESS NEWS! 

At the very, very last minute, we discovered that 
Sega are working on a new Sonic game for the 
Saturn, entitled Sonic X-treme, which should be 
out in time for Christmas. Like the forthcoming 
Megadrive game of the same name, the title will 
utilise 3D with changing perspectives, and will 
feature a completely new graphics engine and 
style of play. In fact, it won't be like anything 
you've ever seen beforel The title is being 
developed in America although it's not been 
disclosed whether any of the original Sonic team 
are working on the game. There's not much m 
we can tell you about the title at the 1 
simply because Sega were hoping that the ni 
wouldn't leak out until aftei the forthcoming E3 




03 



£ o here It is! Another issue that walks the long winding road to Saturn 
Jnivarna. It'i been a fairly quiet one this month with mort developers 
saving up their big news for the Ej In Los Angeles. Sam will be there of course, 
hobnobbing with lots of Jet Set types while we toll away in our dank offices. 
Still, them's the breaks as they say. Expert plenty of info from the show next 
month. For now though you've got the stunning Heart of Darkness, the long 
awaited Destruction Derby and loads of previews 
and reviews to peruse at leisure. If you've got any 
points you'd like to raise with us, remember, we're 
always glad to here from you, so long as you're not 
too mad or anything. But for now, go and make 
yourself a cup of te 
sit back and enjoy the mag! 
Rob, Deputy Editor. 



:e of bake well tart, and 



ALIEN TRILOGY FINALLY ARRIVES! 



Rumoured to appear on Saturn any time from September '95 to October '96, 
the Saturn version of Allen Trilogy finally saw its unveiling just before we 
went to press. At the moment, only two levels of the game are complete, but the 
results of Probe's extended labour is looking pretty impressive already. 
As we stated some months ago, there will be a few changes for the Saturn version, 
and these will include extra levels, improved graphics and different level layouts. 
There's still no news of a firm release date yet, but the programmers are working 
all hours to get more work on the conversion underway and the majority of the 
programming should be complete In around two and a half months. Anyway, 
here's the first Saturn shots -at this stage the game Is only around 30% complete, 
but it's already looking as good as the Playstation version - and no, that isn't just 
something we're saying for the sake of it - it really does look quite stunning! 
Hopefully, we'll be able to bring you a showcase on the game's development next 
month along with an interview with the programmers. 





CNIUrfrS GETS NEW JOYPAD! 

's been confirmed yet. but there's various rumours flying around 
that Sega's latest top title Nights will have a joypod designed specifically 
for the garne. Sega are keeping very quiet about it at the moment, but 
information was leaked in a recent Japanese games magazine. 
Apparently the joypad could be similar to the NU64 joypad where 
each side of the joypad moves independently, making iDgameplay 
much easier. It's difficult to say when details or pictures of the pad 
will be released, but still, it's nice to know that Sega are addressing 
the problems associated with 3D games now, rather than after the 
ame is released. 
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FADE TO BLACK F 

Fade to Black is already finished on the Playstation and despite developers Electronic 
Arts hotly denying any existence of a Saturn version, it seems as though the game is 
already being developed for Saturn. Created by Delphine Software, the same people 
who were responsible for Another World and Flashback, the game is already hotly 
tipped to dominate the Playstation charts when it's released next month. And 
although the game's theme remains similar to that of AW and Flashback (a man in 
jail or on an alien planet who must escape] the actual gameplay has come on in 
leaps and bounds, being a complete 3D adventure as opposed to a platform 
game with cinematic clips from time to time. Plus, as there's nothing like this 
currently available for the Saturn, this should prove an incredibly popular adventure 
- especially as the presentation is so stunning. The pictures here are taken from the 
Playstation version as there's no actual Saturn disc at the moment, but 
there is we'll be running a preview. 




WIN! 

A COPY OF GUARDIAN HEROES 

Welcome to a new regular newsy thing where you get the 
chance to win a new game every month! And you don't even 
have to do anything except drop us a postcard) Held in 
conjunction with HMV, one copy of their "game of the month" 
will wing its way to one lucky reader picked out of the bag on 
20th June, this month's game for grabs: The cheeky, bubbly 
and curvaceous Guardian Heroesl Can't say fairer than that! All 



WHO WERE THE DEVEi.wr 
BEHIND GUARDIAN HEROES 




RETRO MANIA! 



Last month we broke the news story that Sega will release three of their classics on to one 
Saturn disc. But we got it wrong a bit. It seems as though the three games will be released 
separately over three months, the first one being Afterburner, followed by Space Harrier the 
next month, then Outrun. All three games will cost approximately half the price of new 
it more retro titles will be released after that. Still no 
te in if you feel particularly 



Ml Oh 

releases and there's a possibility that more retro titles w 
word as to whether they'll be released over here though, 
strongly about theml 




FIGHTING FANTASY 

Remember the Fighting Fantasy series of books? Hey, us neither, but apparently thai* were 
really popular in the early eighties. In fact, they've Mid 18 million copies worldwide. Anyway, 
Domark have decided ta convert the sixth book in the series Into a game, and it's Saturn bound 
In November. As you'd Imagine from the title, it's a 3D dungaony RPC stmt, which sees you, 
stringy warrior, battle against all kinds of troll-type creatures In * bid for total dungeon 
supremacy. Released on PC before any console, the title Is already causing a stir as it's being 

verseen by original Fighting Fantasy author, Ian Livingstone. Mora on this on* nearer to the 

ma of its release, but here's a few early screenihots anyway. 
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RELEASE SCHEDULE 

Please note that release dates and prices can change, 
but were correct at tune of gong to press. 



Shming Wisdom 


Sega 


£39.99 


Loaded 


Gremlin 


£39.99 


StreetfighterUpha 


Virgin 


£TU 


VaJoravaleyGolf 


Virgin 


£39.99 


Defcon5 


GT 


£TBA 


JUNE 






Guardian Heroes 


Sega 


£39.99 


NHL Hockey 


Vrgin 


£39.99 


Destruction Derby 


Stgm 


£39.99 


Baku Baku Animal 


Sega 


£39.99 


In the hunt 


THQ 


£39.99 


DarkstaJkers 


Virgtn 


£3939 


Mortal Kombat 3 


GT 


£TU 


JULY 






Destruction Derby 


Sega 


£TU 


Shining Wisdom 


Sega 


£TU 


Disc World 


Sega 


£TU 


3D Lemmings 


Sega 


£TBA 


August 






Story of Thor 


Sega 


£TBA 







LITTLE FISHY 








Well, fishing is certainly a bizarre enough sport without even 
considering what it would be like as a computer game, but that 
hasn't stopped 1VC from converting the serene sport to the 
Saturn. Featuring, well, loads of fishing, the aim is to catch as big 
a fish as possible through clever selection of rods and a rigorous 
training program. And despite what you may be thinking, it's 
actually rather good, although it's difficult to say how the title 
will go down once it's out on the shelves. Another one that's 
almost finished, this should also make a late June release. 



IT'S DELAYED, ACTUA-LLY 



section almost every month, but this month it's for different 
f Actua Golf has been held up for a few months as most of the pro- 
96 so that it would be out in time for the tournament, and as a 
le Actua conversion, however, as of now the programmers are 
lertheless, it's still more around two months before we'll be able to 
the title. It's also unfortunate that other Gremlin title s may slip back a couple of months 
to this, but with any luck, a couple of them will still make it on on the shelves by summer. 



Blimey, this game makes its way into the 
reasons. Unfortunately the Saturn vers 
grammers were drafted in to work on E 
result there's been less people to work 
working at full speed on the project 
run a full 



BACK FOR GOOD 

After the announcement last month that the Saturn's price would tem- 
porarily be dropped to £349 for a period of four weeks, we're now pret- 
ty happy to announce that the price will remain at this low point for 
evermore. You'll notice that the PlayStation's price remained high 
and will remain so for the foreseeable future. According to Sega, thi 
price slash has had punters breaking down shop doors to get hold 
of a Saturn and the gap between the number of PlayStations and 
Saturns sold is becoming ever smaller. 



WHAT A STRIKER! 



SORREE! 




Acclaim are ramping up their Saturn relea 
due for a summer release. Striker is, obvio 




Apologies to eve-yore who Is a bit irked with the PAL conversion of X-Men. 
Despite being guaranteed by Acclaim that tha PAL version would be full-scrMn 
full -speed, the final retail version didn't live up to that promts*. At the time of 
writing It was impossible for us to know that this was going to happen and there- 
for* we'd just Ilka to say sorry. We're pretty fed up about it too. 



MY GOD! THEY'RE WARPED! 

Warp, trie creators of recent gloom-a-thon D, have announced that they'll be 
developing exclusively for the Saturn in the future. The reasons why they've 
made this decision were not made clear, but it seems there's been some sort 
of major bust-up between Warp and Sony Anyway, this is good news for 
Saturn owners as it means they will be the only ones who will be abie to play 
their forthcoming titles, one of which. Enemy Zero, is in development at the 
moment. And here's a few pictures of what you can expect to be exclusively 
playing in the coming months. 
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Wipeout 


~~ Sega" 




Golden Axe: The Duel 


Sega 


6 


F-1 Challenge 


Sega 


7 


FIFA '96 


Electronic Arts 


8 


Wing Arms 


Sega 


9 


Magic Carpet 


Bullfrog 


. 


Victory Boxing 


Virgin 
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X-Men: Children of the Atom 


Acclaim 




Virtua Fighter 2 


Sega 




Sega Rally 


Sega 




Baku Baku Animal 


Sega 




Magic Carpet 


Bullfrog 




Oarkstalkers 


Capcom 




Shining Wisdom 


Sega 



BIG HURT! 



Baseball has always been a bit of a strange game for the UK market. In 
America, there's absolutely hundreds of the titles released every year, but 
hardly any of them make it over to these shores simply because the sport 
isn't very popular over here. In fact, so far only one baseball game has made 
it on to the Saturn, and it was a pretty decent conversion which managed to 
win even non-baseball players round. Acclaim are hoping to do the same 
with Big Hurt Baseball, an adaption of an ancient Megadrive game which did 
pretty well when it was released. Of course, this time around, the graphics 
are much more impressive and there's plenty of multi-angled action, snazzy 
cinematic bits and what's more, the gameplay's pretty good too! Expect to 
see this hit the shelves in early summer although a review should make its 
way to us next month 




Irritated by the ir 

that most magazines seem to have 
(even though the machine still isn't 
out) Sega have launched a backlash 

»lgi 

our sister magazine NMS, and coin 
cided with the "plumber" they 
employed to 

European Computer Trade Show. 



READER CHARTS „>':>, 



MO' MONEY 

Not to be out done by Other publishers. Virgin have signed up their very own 
sponsorship deal with top bike rider Jamie Robinson Jamie will now also 
feature the Virgin logo on all of his rides, which is particularly ironic as if you 
look at the picture you'll see the boy lamie plastered from head to toe in Sega 
advertising. Still it's all good fun, eh? 




If you would like to see your chart features, send in your top ten to READER CHARTS, 
SEGA SATURN MAGAZINE, PRIORY COURT, 30-32 FARRINCDON LANE, LONDON FCiR 
3AU. Anyone who has their charts printed will receive a game for their troubles! 
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BVERT M'WiNc, &eCA»i& I DoN'<T hto*r ftofs. 
WKtfMs MrfrriM 6f Tub. h\vck aHi> jR&\te 
TuAUAVtf fHeM. $?ofc7 OXYctiTe'BMi 



With the year's biggest computer show just a few weeks away, most software houses are keeping their cards pretty close 
to their chests, and as a result, there's not much in the way of hot new titles this month. But hey! Don't despair. Next month 
should see an avalanche of games on the way. Honest! 
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Virgin 


■■■■ 1 

Shoot 'em up | July L 




Original litis 




It's a bit like Thunderhawk, but with mere general | 
shooting of tilings 



WglMBtiiwjJoMy in \k 



is are absolutely no end of trouble. 
I Only this week did two of them 
1 appear at work and use their ray guns 
to erase loads of my work from the 
memory of my computer, and then 
I just disappeared. As you can probably 
imagine this didn't make me the most popular mem- 
ber of the SSM team, and for some reason the 
rest of the staff refused to believe my 




and eventually enslaving the popula- 
tion of the globe and being nasty to 
them. No, you're some schmuck pilot 
kid charged with bringing Kane to jus- 
tice. And before you ask, no you can't 
defect to the other side which has all 
the advantages. 



But it 



iting simple I 



possible reason for my extraordinary 
ly light workload. 

Now it doesn't seem I can get 
^^^^^^ away from the 
HI green beasties. 
because here they 




threatening the 
security and existence 
of the whole world. Not 
in an official capacity, it I 
to be said, but at least indirectly. 
Vou see. as everyone knows these days, 
the Americans have an extensive collec- 
tion of bits of flying saucer and 
dead alien and ray gun t 
nology etc hidden away 



where. Until recently 
the safeguarding of 
this politically and 




scrap was the 
responsibility of one 
Commander Kane(with a name Ufa 
that he had to be a villain], who has 
now absconded with the lot. His nifty idea 
is to use the scavenged wreckage to build his 
own fleet of super- powered vehicles which would facil- 
itate his plot to take over the whole world -OR 
DESTROY ITU! AH A HAH AH AAA 1 1 ! 

Sadly for you, the player, this game doesn't cast 
you as Kane, in which case Operation Blackfire would 
be a happy jaunt around the capital cities of the world 
burning national monuments, taking all the money 




ill bad news. You 
given a state-of-the-art 
assault helicopter, the 
Blackfire of the title, 
with which to take 

the world, as Kane's 

wings from Greece 
3 Alaska As you 

ild probably gauge from the way 
all going, Operation Blackfire is 
one of those helicopter combat games. 
Viewed in the first-person you're given a brief briefing 
outlining your primary and secondary objectives, any- 
thing from destroying things to protecting 

things, and sent on your way laden down 
ith machine guns, missiles and 
bombs. From here it's a fairly 
straightforward arcade-heavy 
blasting process. The controls, 
whilst comprehensive enough to 
make your craft manoeuvrable, 
aren't so complex that Blackfire 
nears simulation territory, The 
programmers have tried to keep 
things simple for the sake of the 
quantity of death unleashed in the 
ether. As should be when you're chasing 
stolen alien technology across the globe. 
Whilst Blackfire is looking quite nice so far, 
with an impressive game speed and lots of texture 
mapping, it's not finished enough for us to make 
any solid judgments about how good it'll be. 
Hopefully we should have a full review within the 
next couple of issues. 

» 





WAGGLE YOUR JOYSTICK 

Whilst it's fully possible to play Operation Blackfi 
with a simple joypad. producers Virgin are 
hoping you'll like it enough to use the ana- 
logue Mission Stick. Full instructions forth, 
stick set-up will be included with the final 
product, aimed at increasing thi 
level of realism and 
involvement present in 
Blackfire Hooray for 
clump joysticks! 
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Pastels at the ready! The summer season is on the way 





I h, you can tell that the summer sea- 
almost upon us. Why, even at 
eak overweight Englishmen are 

ing little more than tight denim 
I shorts, a pair of mock Ray Bant and a 
body speckled with purple goosebumps. What's that 
got do with you? Well, as we said, it's summer. And In 
gamespeak, this means sweaty joypads and deluge of 

First of the bunch is Virtual Open Tennis from 
Acclaim. Actually though, it's hardly what 
we'd call a new game seeing as it -.■rtlff % 

was released in Japan around 
seven months ago. Why it's 
taken so long to be released 
over here is anyone's guess, 

sion pretty much intact from 
the original game, although 
there's no extra features or ar 
thing like that. But then this is 
tennis - there's only so much you can 
"expand on the genre" and suchlike. 

So. tennis. Surely there can't be anyone out there 
who isn't familiar with the basic concept of a tennis 
game, so I'm not going to another explaining the 
rules. If you don't know them by now it must mean 
you don't have a telly which means you don't have a 
Saturn, which means you shouldn't be reading this 
magazine really. But. if you are partial to the odd set 
or two, you'll be glad to hear that this is a two player 
game, and that there's 
literally hundreds of 
options to fiddleabout 
with. There's three differ' 
ent courts to play on - 



grass, clay and hard, and three different modes of play 
- exhibition, championship and training, which kind 
of covers just about every possible tennis scenario 
possible really. But, just to jazz things up a bit, there's 
a choice of eight camera views, instant replay options, 
ten players with different abilities, stats on your play- 
ing abilities and erm. loads of realistic tennis sounds. 
Well, you'd at least expect that wouldn't you 

This is the first tennis sim to appear on the 
Saturn, although there's a couple more on the way 
this summer, so the competition between them is 
going to be pretty stiff. This offering, almost finished, 
looks and plays pretty well, although it has to be 
said that on the graphics front, it's nothing 

' V sure, there's 



players and all 
the nice bits at 
the beginning 
and everything, 
but there's nothing 
far that actually 
ipsout at you. slaps 
■und the face a bit a 





tButtr 



id plants a big juicy wet 



: 4nd 



; never been renowned for their graphical excel- 
lence in the past, yeah what the hell, it's the gameplay 
that darn well counts. Which is good because this 
plays rather welt indeed. 

As we mentioned, this game is almost finished, 
and to be honest, there's not much r 
e added at this point and besides, this has already 
been released in Japan What the heck - a review 
t month. 




15 - 15 
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CONTESTANTS READY! 

So, who do you reckon s hardest? Is it Fox from America or Lorenzo from Spain? 
Well, seeing as you can pick any of these characters. I don't suppose it makes 
much difference really. But it is quite nice to have a little bit of variety on offer, 

the players have different styles and each has their own set of 
preferred smashes and lobs and the likes. 
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I f JeffThingyfromtheClothesSriow 
had his way, doubtless there'd be no 
Bobble games at all, given his current 
I TV crusade against "bobblmg" in his 
I washing powder adverts. The heart- 
I less get. After all, bobbling is a peace- 
able pastime practised by cute little dinosaurs, who 
blow bubbles out of their soapy mouths. In fact, giver 
the frothy qualities of these powders, you'd think 
whatever brand he's touting would make bob- 
bling <l>worse<P>. Mind you, he'd prob- 
ably approve of the bright bleck 
colours which feature heavily In 
each of Bub and Bob's (fo 
they, stars of the Bobble 
genre) outings. 

But this doesn't con 
cern us today. If, of course 



he were to start some kir 
of fascistic anti-Bobble 
movement, marching 
against friendly dinosaur 
and burning their effigie: 
we'd have more to say or 
subject. In fact, it's highly likely 
we'd mount some kind of 
counter- publicity offensive, printing 
posters for our readers to put in their 
windows saying things like "Free the Bobble 
Two" or "Justice For Bubble Dinosaurs". For now, 
though, whilst an atmosphere of placid opposition 
exists, we'll just tell you about the new Bobble title, 
called Puzzle Bobble. 

Puzzle Bobble has been around for a while on 




various other consoles, where it's garnered applause 
and declarations of romantic love from the press of 
many countries Now it's time for the Saturn to be 
blessed with a manifestation It's a bit of a departure 
for the Bobble lads, given that their original outings 
have been platform -based. But these fine efforts 
aren't going to reach 32-BIT for a while yet, so forget 
about that. This title is a split-screen arcade puzzle 
title which pits the player against another human or a 
series of ultra-cute foes, most of whom are 
taken from the previous Bobbles. These 
mputer opponents are introduced 
with a short and word-free 
blzarro animation before each 
round, which are uncharac- 
teristically funny for this 
kind of thing From here a 
bizarre match of wits and 

J>- * v- ^HHfli oneofthose unpredictable 

^^^^^^^B » games played head-to- 

, hf-ad. '.vhe(r great success 

on the part of your oppo- 
nent can totally screw up 
your plans and chances for vic- 
tory, as we mention elsewhere. In 
fact, Puzzle Bobble has all the ele- 
ments of the perfect puzzle game for- 
mula. It would appear the only stumbling block 
Standing in its path to glory it the possibility of a poor 
programming job on the conversion tip. Best assured 
we'll put either your minds or the games chances of 
! ,l. i> uc I .s„.,.«,.ou„., l ewn.«m.n,b ^ 





MY BRAIN HURTS 



Vou might think there's already enough brainwork In Puzzle Bobble to justify 
the P-word prefix, but that's where you'd be wrong. 5o concerned are the pro- 
ducers with fulfilling their trade description they've included a second one- 
player mode, called Puzzle Game. You're presented with a prearranged gamut 
of bubbles, and your job is to blast these offscreen as quickly as possible 
before the ceiling starts to lower itself. The first few bubbles you're given are 
generally perfect for doing the job. but if you mess up your initial moves, pro- 
gressive bubbles Just serve to mess things up. One for the intellectuals. 




It might look simple enough, but Puzzle Bobble 
is actually demonically diabolical to play. And 
this little girl character might look like a 
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u know, if the organisers of the 
I Olympics had any sense at all, they'd 
always hold the Olympic Games on 
February agth, because that only 
comes round once every four years as 
well. Alright, so it might be a bit of a 
pain for all the athletes from hot countries when they 
have to travel to Paris or Prague or somewhere and 
It's till freeilng cold in the depths of winter. And, 
thinking about it, they'd have to widen all the tracks 
and run two or three races at the same time in order 
to get the usually lengthy games over in one day, but 
it'd be a good symbolic gesture. At least that'd mean 
you'd have something else on telly for the rest of the 
week other than athletics. And anyone who tells you 
they actually enjoy watching the Marathon event is 
lying. 

Of course, we don't mean to demean the 
Olympiad. Loads of people like it, and those lucky dogs 
need no longer wait four years twixt tournaments for 
their dosage of track 'n' field frolics, thank to US Cold. 
What have the Gold done? Put up sufficient 
sponsorship to finance an annual version of the 
games? Set up a rival weekly version in the car park 



behind their Birmingham offices? Why, 
no strangely. But they have licensed thi 
year's games and produced a Saturn 
game based upon their fifteen favouri 
events from the famous gathering of 

The final product-stunning in 
the simplicity of it title. Olympic Games 
-shall emerge in July, perfect timing for 
the real-life shindig. Like previous 
attempts to translate athletics to 
computer game, OG (obviously the 
Olympics are popular with Compton 
gangstas) favours the realistically 
endurance- sapping button-bashing 
control method. Players slap the but- 
tons of their control pad as fast as 
possible to up the on-screen velocity or 
power of their digitised counterpart 
Levels of skill and timing aren't ignored, 
you still need to control the breathing 
of your swimmer, the balance of your weightlifter and 
so on, but for the most part competitors with fore- 
arms like Popeye are at a distinct advantage. So don't 




invite seven friends with oft-practiced 
clandestine nocturnal hobbies round to 
your house if you buy the finished prod- 
uct, because they'll all be able to whip 
your arse simultaneously, thanks to the 
planned eight-player link-up. 

Each event is displayed in 3D 
polygon -o-vision, with a variety of 
camera views, depending upon the 
event in question. Supposedly this will 
ensure not only super- realistic 
animation but also a greater degree of 
accuracy in the conversion and 
application of the sports. 

Well we like sports as SSM. 
Watching them, anyway. It's more fun 
to see someone else put in all the effort 
and check out their faces contorted 
with pain when it's all over (which 
we're sad will probably not be put in 
USG's OG). So you can be sure we'll 
this one soon and give you an objective opinion 
ts quality. Like we normally do. So there you go. 



VIEW BY APPOINTMENT 



mera angles in Olympic Games have been designed with two aims in 
■to provide the most accessible angle to play from and make the game 
, exciting as possible. The best example of this is in the doom, where the 
3 wheels around the centre of the track to follow the progress of the 
s. just like non TV. 



■ 





Fencing - not the passing on of stolen goods, but 
sport where you fight with swords. No death, sadly. 



-•; / 

Hammer '-J$\ \'j [''■/!, 
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lette 



Hello, I'm RAD and 
I answer your letters. 



We've had loads and loads of letters this month, oh communications-friendly pals of ours. Many of them concerning 
the official release (or lack thereof) of King of Fighters '95 in the UK. It would appear lots and lots of our readers are 
fans of the game and want to see it on British shelves pronto (especially given that it's now 1996). Anyway, we can't be 
arsed going through another heap of them, so make sure you write to us about something else this month. Like what you 
think of the points raised in these latest missives, or what we could change (or keep the same) in the mag. or anything 
you like really. So bung your thoughts into an envelope and send them to FRIENDS OF TONY THE TiGER LETTERS. SEGA SAT 
URN MAGAZINE. PRiORY COURT. 30-32 FARRiNGDON LANE, LONDON. EC1R 3AU. You too could be popular. 



but when is the next demo disk. 
Covin, Scotland 



i 





n! You IhroH I he first punch! 



you think Nintendo would buy him 
if they thought he wasn't good too! 
In fact good is an understatement! I 
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had, you'd see that the PlayStation version does look a bit nicer. The coloured sky 
moves around in jD. and is quite a bit better than the sliding "wallpaper" sky of the 
Saturn version. Some of the sprites are less detailr J — 1 



Rad photo by Davrd Tiibv 




SEGA SATURN 3 3 




'if you've got a problem, if your 

game's got a glich, then it's time to talk to Mark 
Maslowicz'. Yes indeed! It's with this merry rhyme that 
we welcome back the Mazza, Sega's games guru, to the 
vast Q&A desk where he spends hours pondering your 
taxing questions and doing his best to answer them in 
the name of truth, justice and the American rock way! 
if you'd like to test his seemingly unending knowledge of 
Saturn games then send your questions to HEY SMART 
GUY! Q&A. SEGA SATURN MAGAZINE, PRIORY COURT, 30- 
32 FARRlNGDON LANE, LONDON, EC1R 3AU. 



WAKE UP SEGA! 

Dear SSM, 

Here's a few questions which require answering on 
behalf of the Saturn community. 

1. Where is the keyboard, bard drive, soft drive and 
mouse mentioned in tbe Saturn instruction manual? 

2. Will someone at Sega wake up and release the 
games of yesteryear which kept so many of us in 
front of the TV for hours on end? 

3. Will your magazine soon be doing an extensive 
write up on the Saturn's peripherals (photo CD etc.)? 

4. Will Core design be makings Firestorm game based 
on the Gulf conflict like the hugely successful Desert 
Fighter on the SNES with different choices of aircraft? 

5. If the photo CD disc allows you to remove a disc 
while the Saturn is switched on, will there be any 
multi-disc games, perhaps even additional levels to 

6. Will the gods at AM be making a replica of the RAC 
rally course as they have with Manx TT because this 
would make an excellent Sega Sally 2? 

7. Are AM planning Daytona 2 with a higher resolu- 
tion and speed like VF;? 

8. Where are anything to do with Star Wars games 
on the Saturn? We are beginning to suffer withdrawl 



E 1 There is a Sega basketball game planned bi 



4 July possibly. 5 Be 



IT. D.C.X. Stamford, 



*r , likely to 
Afterburm 
way. 4 No news 01 



ODE TO THE DEMO DISC 

Dear SSM, 

Please, please could you answer these questions: 

1, Will 5ega make any basketball games similar to 
Virtua Striker? 

2. Is it true that Virtua Striker will be out on the 
Saturn? 

3 Are Sega going to make an adaptor so you can 
plug in some speakers to the 5aturn? 

4. When is WWF coming out on the Saturn? 

5. Will there be another demo disc? 

Martin Lin, Eastbourne, E. Sussex. 




TYPING HERO 

Dear Sega Saturn Magazine, 

Seeing as I have gone to all the touble of typing u 
this letter could you please answer these questior 



when will they be out on the Saturn? 

3. My mate says there's going to be a Saturn 2. Is this 

4 Are you bringing out any more demo discs with 
playable games like WipEout and Euro '96? 
Well, thankyou for your time and space ennit bass 
wickedy bad boy. 

Adam Cayden (A distressed brick layer), 
Birmingham. 



form 

1. Seeing as I now have the exc< 
wondering whether Sega are p 
steering wheel and peddle unit 
machines. Face it, the Arcade r; 
thing like the arcade rr 



■nt Sega Bally I was 
ining to release a 
milarto the arcade 
:r doesn't feel any- 
iring wheel espe- 



cially as the wheel doesn't jump around when you 
hit a car or a wall like in the arcades. Ok, this may 
cost a fair bit but 1 think that for the hardened dri- 
ving fanatics this would be a good investment 
; I have just read the issue 4 Q&A section of your mag 
and have a query about one of your answers. You were 
asked if the Saturn was as powerful as the PlayStation 
at 3D graphics to which you said "in its own special 
way, oh yes" What special way is this then? 
3. Will Saturn Magic Carpet be as good as the PC 
version? Will I need a mouse to play it properly? V 
Where can I get a mouse from as I 
haven't seen it advertised anywhere? 
4. 1 am a great fan of all those point 
and click adventures on the PC. You 
sFate of Atlantis, 
Monkey Island 3 etc. Will any games 
like this be coming out on the Saturn^ 
what? Also, will we old Satun 
see the likes of Tie Fighter and X 
our beautiful machine or w 
The Dark Side' ecsorry! 

s the Saturn si 
the PlayStation? 
Oh, and thanks for creating al 





BIG SHOUT GOING OUT 



/our wickedy bad boy magazine Here goes the 
starter for ten; 

1 Is Total NBA going to be converted to the Saturn? If 
i. How much will WipEout and Euro '96 cost and 



THE KING AND I 

ega Saturn Magazine, 

>uld like to say that you 
ing of all console maga- 
id I have bought every 
date. Could you 
r my questions please; 
Sony stop bands like 
nical Brothers 
their music on sat- 

Doyou think that 
Sega games are getting 
a tad repetative? VFi, 
VF2 and VF3 all in the 
space of just over a year. 
.0 mention the new Sonic game. 
Fighting Vipers, Last Bronx etc., 
ed on the Virtua Fighter formula), 
you publish the FIFA cheats? 

that a football game sponsored by 
to the Saturn Is this true? 

Mick Devttn, Londonderry. 

e they're on a Sony label. 1 There's 
n what you say. The success of VF 



Wow! Look at thai! It's a bright and shiny white Saturn 
with buttons that look good enough to eat. 
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SLIGHTLY LESS SAFE THAN PLAYING 
CHICKEN BLINDFOLD ON THE Ml 
WITH YOUR LEGS TIED TOGETHER 

WHILST JUGGLING LIVE 
GRENADES WITH ONE 
HAND TIED BEHIND 

YOUR BACK AS A 
RABID PITBULL 

LEAPS AT 

Y®U. 





>^ SEGA SATURN 



SHOWCASE 



> Do I do stunts with cars you say? Yea sure, so long 
as it's damn dangerous. More dangerous the bet- 
ter you know, draws you to the threshold man. 
Destruction Derby? Sounds like ice man. What do I 
have to do? Play a computer game?! Where's the 
danger in that? No, forget it. Anyway, I hear Mount 
Etna's about ready to blow. I'm off to surf some 
lava man. ..And here we leave Felix walking off into 
the sunset, the whooping cries of 'to the max!' 
and 'extreme buzzardo man!' echoing as he goes... 

But before turning the pages and perusing 
the screen shots, you might like to breathe a huge 
sigh of relief at the fart that it's finally here. We 
expected to see it as far back as March but pro- 
gramming being the highly complicated business 
it is, Destruction Derby has suffered from a whole 

host of delays. The arrival of WipEout was proof that Psygnosis could pull off 
a decent conversion of a PlayStation title, and it succeeded in whetting peo- 
ples appetites for their other big driving hit. Destruction Derby is being con- 
verted by a different team from the one that worked on WipEout, but it is 
shaping into an equally fine game. Unfortunately there's still some work to 
be done on it so you're not likely to see the game in the shops until July or 
August. But, being the benign figures we are, we don't want to see you suf- 
fering anymore so comfort yourself with our extensive coverage. 




There are twenty curs in Destruction Derby 
and they all take to the circuit at the same 
time. That makes things pretty crowded I can 
tell you, and it naturally means there's plenty 
of pushing and shoving going on. 
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A BOWL OF FRUIT CAKES 




Each driver has a number and a 
like Crusher or Hard Man. If you 
them out properly, go to the option that lets 
you stroll around the truck park. You'll find 
their car there in its dishevelled condition. 
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Vbuknow 




Recreates all the ^tlorTof tne^Sr^^^^^BiE! 

^Official licensed product of the 
Sffi^rur Vr a ■ . ,1996 European Championshi p 

ALL THE STADIUMS all the drama 



Top international footballers - realtime motion captured^ 
Full commentary by Barry Davies 

T4 pTayer^ic TJanl 

Editable tactics 






FOXING YOUR FOLKS 




Youngsters! Mum and dad coming down heavy on you for spending 1 
uch time playing games and not enough doing homework? Well so they 
ihould. because otherwise you'll end up as a games joumo bum like us and 
get a proper job in a factory. Still, If you're not fussed about your educa- 
tion and need a sneaky way to get round your parents, make sure you've got a 
decent footy title Plug this in and challenge your dad to a game Let him win a 
couple of times to soften him up until tie gets into it and bingol Now every 
time mum starts nagging, get dad to play Euro '96 or whatever - soon the 
resulting row will stray to who is it that always does the washing up or some- 
thing, leaving you to play in peace 





Drawbacks: Dad might spend more time on I he Saturn than you. May 
get you thrown out of the house. 



PROJECTING A COOL FACADE 

Thanks to certain indie bands and a general loss of families all round, it's now 
quite trendy to look like your dad. Unless, ol course, you dad wears a leather 
jacket and sunglasses. In which case he's probably Lou Reed. Anyway, if you'd 
like to join the hip tiowil but would rather spend your money on games than 
grey trousers, why not combine the two and get a golf game' And which better 
golf game to get (payability notwithstanding) than Valora Valley Golf, which is 
not only set in Hell (which is always <oul). but also features thecheesiest shots 
of FMV actors in Christendom Oh how your smart new fntnds will laugh jt the 
hilarious kitsihncss ol it all. Don't let your dad hear them Ihnugh, because he'll 
think they're laughing at his wardrobe 
Advantages: You will look ironic and tool. 
Drawbacks! You will look stupid in two weeki time. 
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At last! A of this eagerly-awaited 

has arrived in our paws! gamestrels... 



ACAZINE pride ourselves on the wealth of 
ire've supplied you -our fabulous readers- 





HACKS/TIPS/CHEATS/CODES 
WIN AT CONSOLE GAMES 

WITH THE 
CONSOLE HELPLINE 



0W1-31S400 INFORMATION LINE k INDEX 

(MN1-318401 SONIC 3, FULL SOLUTION * CHEATS k TIPS 

<ttWl-31S402 PLAYSTATION / DOOM LEVELS, HELP, CHEATS 

0891-118-W3 EARTHWORM JIM II / CHEATS , HELP ETC 

IMBI-HWW MECADRIVE CHEATS I GOLDEN OLDIES 

0B91-31WIB SONIC 114 1 HINTS, TIPS, CHEATS 

0841-31B4M GOT A MODEM' CALL THIS NUMBER FOR 100CS OF CHEATS 

0W13I8-4O7 NEW RELEASE LINE, CHEATS, HELP k TIPS 

0WI-318-4M MEGA DRIVE CHEATLINE (LOADS OF GAMES HELP HERE) 

0WI-31S4W SEGA SATURN CHEATS, TIPS, HINTS 

m«)l-Jlft-llO SEGA SATURN ( LOADS OF GAMES HELP HERE ) 

0891-11841 1 -PLAYSTATION!!! 190 CHEATS k TIPS THE WORKS 

IM91.MM12 COT A MODEM? CALL THIS NUMBER FOR I00CS OF CHEATS 

0WM1M1) MORTAL KOMBAT 111, COOES, CHEATS, T1PSAMOVES 

IBW1-31M14 CHEATS FOR THE NINTEND0 16/31 BIT CONSOLE 

0W1.3IMIS MORTAL KOMBAT H. CODES, CHEATS, TIPS k MOVES 

0fM-i]841fc PI AYSTATION , FULL SOLUTION TO DISK WORLD 

0801-318417 NEW!! LOADS OF HINTS, TIPS k CHEATS FOR THE IBM PC 

NO MUSIC, WAFFLE k TIME WASTINC, |UST STRAIGHT TO THE HELP. 
PLEASE HAVE PEN k PAPER READY FOR INFO 



NOW AVAILAII1 I ( HEATS HOOKS ( £10.99 EA< 



iet m mveji www,(.An;s. 



HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAY! \ MIDDX 



CH 1 

>, CO. UK 



0171 972 6700 
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We've been covering it in depth for some months now, so 
it's pretty obvious we think Guardian Heroes is some- 
thing special. But why, godammit, why should we think 
such a thing? Read on and find out, gamesniks... 




ing polygon handling, jD games in 
real-time and astounding arcade con- 
versions, many people seem to have 
I forgotten that the Saturn is currently 
ost powerful machine for han- 
dling 2D graphics in existence. No other console or 
computer can touch it, and yet this distinctly 
exploitable ability is mostly ignored. 

Not, fortunately, by Treasure - the team who 
made a highly- respected name for themselves by 
doing things on the Megadrive that Were Not 
Possible. Like, Ironically, 3D routines in their ostensibly 
two-dimensional titles. This was a time when scaling 
and rotation were the big programming toys to con- 
jure with, when true three-dimensional arcade games 
such as Virtua Fighter were unseen. Now, of course, 
the goalposts have moved somewhat So have 
Treasure retained their spot at the forefront of devel- 
opment, bringing two dimensions to thirty-two BITs, 
or is graphical flatness just old hat tosh for your 

grandad? Well judging 
by Guardian Heroes, their 
inaugural outing for the 
5aturn, there are hidden 
depths to dual-dimen- 
sionality, both in paya- 
bility and spatia 

For a kick-off, ju 
because your sprites 




mportanttacti- 




can switch between lanes makes i 
cal feature Escaping groups of eni 
on you, evading massive attacks by bosses, bouncing 
back and forth in time to music for a kind of strange 
Guardian Heroes dance routine, all these things are 
made possible by the magic of pretend depth. 

Of course there's more to the Heroes' brilliance 
than fancy new-fangled special effects. Treasure have 
obviously laboured long and hard over 
the game design. Not merely ensuring 
there are lots of levels, but allowing 
players to choose their own route 
through the game - thereby changing 
the direction of the plot and the even- 
tual ending. Obviously this improves 
the replay value no end, as even once 
you've finished the thing - no mean 

ig the tough difficulty 
level - you still won't have seen even 
half of the stages on offer, in fact. 
Guardian Heroes just lies there beggin 
"Complete me about five or six times, 
you rash fool" until you get through 
everything it has to offer. 

And offer it does. Each level is absolutely packed 
with interesting ways to die. There are absolutely 
stacks of enemy characters, each with their own 

ck style, and some of the meanest and biggestest 
t up bosses you'll ever see in the whole of you 
If you're a bosses designer for Team Streets 

They are in Tact 
icreenshots from Guardian 
believe they 
display the fine quality of 
graphic) within It. 



of Rage or something. There's a giant zombie warrior 
hero under your command [thanks to a host of preset 
orders). Special moves and magic abound, 
with each separate hero boasting their own 
beautiful selection of ways to kill. Or even 
heal The backgrounds theme non-violent 
hazards like burning buildings and - horror - 
lots of barrels, and add to a distinct game 
character. As would appear 
customary for a Treasure title, 
CH exhibits an amazing 
degree of personality, with 
plenty of interaction between 
characters and even their foes, 
which hook your interest in cc 
pleting the blighter by supplying a 




wthe 



Hjt And the graphi 
- explosions and firebal 
everywhere, gorgeous a 
and and... it's just ace. Even the 
player VS battle mode with 
all the characters from the 
game hidden within Even the bloomin' 
title screen if you ask me, because I love 
every scented pore of Guardian Heroes' 
peachy skin If you've an interest in games 
Guardian Heroes because it's completely c 
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I idway, creators of Mortal Kombat, 
obviously set out to surprise their fans 
with Mortal Kombat 3. And this they 
achieved in style by ensuring that 
I Mortal j contained absolutely no ele- 
I ments which might actually be con- 
strued as new to the formula whatsoever. What we 
were expecting was, well I don't know - a 3D version or 
something. What we got was Mortal Kombat with new 
characters and a new (and far harder) 
difficulty setting. Still, we're not com- 
plaining, because it was ace. But I bet 
Streetfighter 3 will be polygon-based, 
that's all I'm saying. Anyway, as you'll no 
doubt have guessed from the headline 
and screenshots and so forth, Mortal 
Kombat 3 has reached Saturn, and It's 
pretty flaming alright. 

Eurocom. who handled the conver- 
sion, have included all the features 
which made the coin-op such a star in 
the arcades So that means all the 
Fatalities. Animalities and Friendships, 
which are the prime weapons in Mortal's 
arsenal aimed at annexing precious 
gametime territory from its equally cash- 
rich neighbours. Of course, once players 
have been invaded and conquered by 
Mortal, their loyalty is assured by the rul- 
ing dread iron fist of enormous combo 
potential, rapid game speed and light- 
lacking in 




these respects would find dissident play- 
ers meeting furtively in theatre base- 
possible switch to an 
Itogether different type of one-on- 
-nup. 



Luckily Eurocom seei 
re been wearing their 1 



siting the 



Saturn version, because every 
element of the coin-op has 
been retained, it's yet another 
testament as to the power of 
the Saturn, especially in han- 



andni 



irofcc 
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and shouldn't even mildly disappoint 
arcade fans All the characters are in full 
effect, and each of them carries their full 
complement of moves and combos to 
the small screen with them. This 
includes iade's multi-directional projec- 
tile abilities, a concept which will hope- 
fully be extended to other Kombatants in 
further Mortal episodes. 

Best of all, the new combo system 
has been faithfully replicated- Top marks 
for the all-new flying punch rule which 
allows jumping attacks to take a place as 
the start of a combo, which opens up all 
sorts of new fighting possibilities The 
potential number of hits per combo has been upped 
too. which is good news for experts, but possibly bad 
news for novices with expert mates, as they'll constant- 
ly lose for years. However, the computer opponents pro- 
vide sufficient challenge to encourage even newcomers 
to work at their game. 

The only real problem with Ultimate Mortal 
Kombat 3 is that Capcom have just unleashed three 
bona fide awesome 2D beat 'em ups onto the Saturn, 
and the marketplace is starting to look a bit crowded. I 
couldn't honestly say that 1 rate M<3 above them. Alpha 
has more a more intricate combo system. X-Men is 
more visually exciting and Darkstalkers is nearly as 
funny. But that would be missing the point. MK has a 
following all of its own - and quite rightly because it's 
dead good - and this conversion is aimed at those peo- 
ple. Anyone who's ever played Mortal in the arcades 
knows whether or not they'd want to shell out for a 
decent conversion, and this is more than decent. It is, in 
fact, superb. It's got all the payability, all the characters 
and all the secret stuff - in fact, extra Saturn-only secret 
stuff. If you 're a devotee of the sinister Kurt of Kombat 
this is for you. If you're just shopping around for the 
best beat 'em up maybe you'd better try out a couple of 
others before making up your mind. 

i& 

RAD 




Yo dudes! NIC Tsung in the house, and I'm a-cuttin' 
up them Kombatants in my Chambers of 
Doom! Come and read about my new 
game while my man G-Oro... er, looks for a 
new game to be in. Wreck tha joypad! 



This might look like the logo for some 
t It I* In fact 1 special m 



!%7 




an's got a tongue coming ou 




REVIEW 




It might look a bit like the old 16 bit revival 
Darius style, and it is, but In The Hunt still 
manages to provide some excellent shoot 
'em up moments. So, if you're ready, 
periscope up! 




orgetthe silver bearded Sean Connery 
in The Hunt for Red October or the 
sweating faces of the crew in Das 
Boat, For that matter, for- 
get those boring sub- 
marine sims that 
you'd probably find on a PC and 
which are about as much fun 
as death by drowning. In The 
Hunt blatantly side-steps 
the technical aspects of sub- 
marine endeavours, choos- 
ing instead a side-scrolling 
shoot 'em up extravaganza. 
Try to imagine something 
like Darius except rather than 
outer-space it's all done under 

What this entails is lots of sub- 
aqua action in the shape of torpedo* 
floating mines, sea monsters, and a whole 
host of submerged wackiness. In fact, it's all done with 
a comic edge: for example, when you destroy a railway 
bridge you can watch gleefully as the train plummets 
towards the water. Or how about decimating skyscrap- 
ers and enjoying all the tiny people running about 
confusion and panic. This might sound like 
a bit sick but In The Hunt is too fantasti 
cal for you to take it seriously. 

There are six levels to tra- 
verse in all and each of them 
ends, as you'd expect, with a 
boss Naturally there are plenty 
of power-ups in the shape of 
heat-seeking missiles and super- 
powered torpedoes, and this is n 
doubt all starting to sound pre- 
dictable in the extreme. And it is. 
although it's still fun all the same Ok, so 
maybe it's the kind of game that should have been left 
behind with all the '6-bit stuff gathering dust, and 
maybe it's all a bit of a retro kick, but the sheer volume 
of the action, what with explosions and enemies 
swarming everywhere, make it compelling to play. 

Admittedly the graphics look a bit dated too, but 
there's always so much going on and so many differenl 
and smart looking sprites that it didn't bother me. 




e running arjoui in 01 ancier 
3und like it's Town wf 

itasti- ^^^^^^ laun 



Likewise there's some slowdown when the screen gets 
too packed and this does actually make things a bit 
frustrating at times. The bosses though are all excel- 
lent. Done in the classic style, they domi- 
nate the screen firing endless missiles 
and rockets at you and making 

ves pretty damn hard to 

The first stage sees you 
moving through the icy 
waters of the South Pole 
where you can expect lots of 
laser ice pillars blocking the 
way and a boss with chains 
for tentacles. Stage 3 is the 
Channel, and 
here's where you'll 
find the industrial 
refinery with exploding 
bridges and houses, and 
people running back and forth in 
panic. Seabed Ruins is the apt title for 
stage three where a huge stone monster 
forces you to travel vertically in order to 
escape and involves blasting thi 
of ancient stone 5tage foi 

launched from 

;rged skyscrapers that you 
to blast through. Sea 
return in stage five, Deep D, 
Sea. in the shape of sea ser- 
pents and a silver dragon hiding in the 
depths of a lava cave. And to finish it all < 
you arrive in stage six at the Enemy Base 
where you 

>cket boss that's incredibly tough! 
So after making the arduous journey 
through all the stages, is In The Hunt something I'd 
recommend? Well, yes alright. It's not your spectacular 
3D 'check out the new technology' kind of game but it' 1 
always refreshing to get back to some good ole' com- 
mon shoot 'em up action and besides, it reminded me 
of a psychedelic marriage between Captain Nemo and 
the crew of the Yellow Submarine. Good clean fun. 
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REVIEW 






Ever been to a book shop? Maybe you've seen a huge range of 
colourful books on the shelves by a certain Terry Pratchett. The 
popularity of his Discworld books led Psygnosis to take up the 
licence and bring out a game based on his quirky world. Now it's 
arrived on the Saturn, so let's have a browse. 




.v the theory that argues that 
verse could be nothing more 
I than an atom in a gargantuan turnip 
| and that likewise the tiniest particles 
n being, smaller Even than 
I quarks, could be turnips themselves 
with another universe contained in them of equal 
complexity, density and so on ad infinitum? Well, 
Discworld is a bit like that. Kind of. Except Discworld 
itself is a land sealed inside a dome riding on the back 
of a huge turtle sailing 
through space. Bizarre 
and wacky eh? And that's 
just for starters. 

But first a confes- 
sion. I had heard of nei- 
ther Terry Pratchett or his 
Discworld books until I 
came to play this game. 
By all accounts though 
he actually has a bit of a 
following, and seems to 
have chiselled out a mea- 




■e of cult st 



is for 



himself. If you're some- 
one who has read hi; 
books you're probably 
capable of mafcinga 
good guess as to the type 
of game his Discworld 
adventures would make. 
RPG? Well done, because 
Psygnosis agree with you, 
transforming Rincewind's adventures into a sprawling 
game that takes in loads of puzzles and conundrums 
and hundreds of different characters voiced by the 
likes of Eric Idle. Tony Robinson and Jon Pertwee 

Promising foundations you might think and in 
some respects they are fulfiled. The game is huge and 
very complicated meaning you're going to have to 



spend a hell of a long 
and you'll probably be 
it. At first, the ci 



an old v> 



isofti 



by the tir 



;you 



n quite amusing, bantering about with a kind of 
sixth-formers wit. The jokes begin to sour though 
when you find yourself sitting through them time an 
again and it's an annoying fact of the game that ever 
though you can skip past these conversations they gr. 
on for so long that much of the time you'll be bangin 
the button to plough through them. The 
idea of selecting a conversational 
technique is something appealing 
at first, but again it all gets ; 
bit tiresome when you have 
to plough through the 
friendly, the sarcastic, the 
jokey and the quizzical 
dialogue pieces in order 
to find out what you 
want from one of the 



Although not neces- 
sarily as essential to the 
RPG genre, the graphics ir 
Discworld are really quite 
poor and the animation is 
largely non-existent apart from 
the blocky movement of an arm 
or a leg there. In its favour there are loads of 
different places to travel to, taking in hundreds of dif- 
ferent backdrops, all depicting quasi-Medi 

Ultimately, it's the old cliche of 'one for the fan; 
that seals judgment on Discworld. I'm not much of a 
fan of either RPG's or the Pratchett slant on comedy ! 
the game's frustrations naturally became more appar 
ent If, alternatively, you have a fondness for theTezza 
and his quirky world you might be more forgiving. 




in the game Rlncewind 
capture the cook's pan- 
in nrder to get him nut of 
the kitchen. Why? Not telling. 



Above - the fishmonger gives Rlncewind a bit of an electric 
shock. Below - Rlncewind receive) in si ructions from the Arch 
Chancellor of the university. They're all wacky as hell! 
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this gam, 



emmings it not exactly a new con- 
cept. These little rodents have been 
dishing out anxiety attacks on PC and 
consoles for years now. But jD 
Lemmings is the first encounter with 
them on the Saturn and the 3D ele- 
rally designed to appeal to the more 
i 31 bit mentality. Certainly the look of 
a long way from the old days when it 
implistic 2D layout leaving the entertain- 
entirely to the highly frustrating puzzles. Mow 
polished backdrops, detailed polygon plat- 
ifferent camera angles and 
ngs, and I can't help feeling it all gets in 
the way a bit. It's most 
irritating at the start 
because you have to get 
to grips with ; 
extra controls before you 




left, you find yourself 
changing a camera an 
to actually 
going on rather than 
choosing lemming roles 



They've been knocking about for some time now 
giving the kids sleepless nights. The arrival of the 
suicidal rodent contingent to the Saturn heralds 
a change of image. But with 3D Lemmings, are 
they about to kick the bucket for the last time? 



platform environments, but the virtual 
lemming is actually a bit of a novelty, 
although there are times when it's 
essential you use it. Its more incidents 
role is to show off the flashy 3D envi- 
ronments that take you inside building 
like cyber space stations or castles. 
Again though, this has a habit of mak- 
ing things a bit more awkward to con- 
trol and complicates puzzles that are 
complicated enough on their own. 

Beyond the 3D alterations 
Lemmings remains as challenging as 
ever. There are four difficulty levels — 
fun, tricky, taxing and mayhem — and 
even fun proves far from it at times 
with some dedicated lateral thinking 
essential even here. But it's worth it 
when you breathe that sigh of pride 
and relief when you've finally sussed 
one of the ingenious puzzles you find yourself in, 
although I have to confess that when faced with 
particularly nasty problem my instinct was to tur 
game off rather than overcome it. This could of 
be fatigue from four years of nerve-worn Lemm 
experience and it poses the question of how 
longer Psygnosis intend to keep introducing new ver- 
sions of the game before finally let it plummet over 
the cliff for good. 

I should also mention that Lemmings tends to 
induce an immediate hostility in some people and 3D 
Lemmings will do just the same, so those of you with 
a poor irritant threshold should avoid it if you want to 
save your Saturn from a lunatic fit of destruction. For 
n tempered among you with craniums 
e of the superdome this might just fit the bill. 





loads of wacky environments In 3D Lemmings from 
ancient castles to Charlie and trie Chocolate Factory style sets. 
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IT ALL GOES LOOPY AS WE HEAD «» 
FOR THE FINAL STRAIGHT! TIME ATTACK 

SECONDS off last month's lead time from John Archer of Bs«x. Hnwm John, HtW ^fllfciTT.f.l.tf^' A 

•••• despite not having sent an updated record this month, hanfs on in In* chart at M 



(although they're still spook ily (lose). 

There's still ONE MORE MONTH foi you to get your entries in, so if you think you can beat 
any of this lot you'd bettei get your skates on and have an entry in by JUNE md if you want to 
get your hands on the booty. Remember, we're allowing you to use the Hyper Car and Stratos 
cheats, but we MUST have video evidence of your three laps of the three courses PLAYED CON- 
SECUTIVELY. You may set the options for three laps and select your best lap time for each of the 
tracks, but they have to be from one single game and they have to be on video. We've got a top 
thirty compiled here, so don't think we won't award the priie to someone with a slowei time if 
you don't have the requisite evidence (but don't send it in yet, we'll call you if we want it). 

OK, once you've got your time figured out and on tape, write it down on the back of a post- 
card/stuck-down envelope/cut out bit of cereal packet and send it in to SECA RALLY TIME ATTACK 
COMPETITION, SEGA SATURN MAGAZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON, 
EC1R3AU, and make sure it gets here BY THE SECOND OF JUNE. The SECOND, got that? 



TIME ATTACK TOP TEN! 


1. 


ANDY C B HOATH, PLUMSTEAD 


2.48.23 


2. 


LEIGH STEVENSON, WAKEFIELD 


2.53.54 


3. 


NICHOLAS WARE. WAKEFIELD 


25189 


4. 


ALEX GRAVSTON, IRVINE 


2.56.40 


5. 


PHIUP J HOGG, DVFED^^m 


2.57.23 


6. 


JAMES BR0UGHT0N, ISLE OF MAN 


2.57.68 


7. 


JOHN BRAZIL, ERITH 


2.57^H 


8. 


JOHN ARCHER, ESSEX 


2.58.41H 


9. 


DEAN GRAHAME, DUNDEE 


2.59.38^ 


10. 


DAVID BLAKE, BARNSLEY 


3.00.03 J 



Good luck and may the best, fastest and most skillful oeangrahame,dundee 2.59.30^ 

o w n it. 1 • i 10. DAVID BLAKE, BARNSLEY 3.00.03 1 

Sega Rally player win! I . T 

FREE SATURN GAMES FOR A YEAR, A SEGA RALLY JACKET AND A SEGA RALLY T-SHIRT! 
TEN SATURN GAMES AND AN EXCLUSIVE AM3 SEGA RALLY JACKET AND T-SHIRT! 
THIRD PRIZE: AN EXCLUSIVE AM3 SEGA RALLY JACKET AND A SEGA RALLY T-SHIRT! > I 



mm 




You may have got your copy of Ultimate Mortal Kombat 3 at last, 
but the hard part is still to come. You've now got to learn every 
move for each of the 22 characters - and where better to start 
than our list? Every move currently known to the human race, 
as well as a massive list of Kombat Kodes to enhance your fights 
are all here. Go on, get learning! 



* 


UP 




BLOCK 




DOWN 




BUN 




FOfiWAftOS 




HIGH KICK 




BACKWARDS 




LOW KICK 




HIGH PUNCH 




PRESS THE BUTTONS AT THE SAME THE 




LOW PUNCH 




PRESS THE BUTTONS IN SEQUENCE 







RANDOM SELECT 



While highlighting the start character, hold Up and press Start. The computer 
will pick your character for you. 

MERCIES 

To give rnercy. fight into a third round and win. When the "Finish Him/Her!" mes- 
sage appears, jump over half a screen away, hold Run. press D, D. D.then release Run 

FRIENDSHIPS AND BABALITIES 

These can only be performed if the Bl 
round. They can be done from anywhere on tl 

ANIMIALITIES 

These can only be performed after a Mercy hi 
Beat your opponent again before doing the A 

PIT FATALITIES 

These are always performed from right next to an opponent. They only work 01 
The Subway, Bell Tower. The Pit 3, and Scorpion's Lair backgrounds. 



been performed on an opponent. 



FATALITIES 



These must be performed when you are in exactly the right position, and they are 

marked in brackets. If you have to hold an attack button to perform the Fatality, 

hold it when you are out of range, then move into position Here are descriptions 

the exact places to stand: 

Full Screen As far away as possible 

lump One jump away from an opponent 

Sweep The far reach of a sweep 

One Step One tap away from an opponent 

Close Touching the opponent 





mn 




Fan Throw' 


0,0,HP*lP 




Fan Lift 


0, 0,0, HP 




Flying Punch 


O.O.O.HP 


fiH 


FATALITIES 




Tall Kiss Fatality 


■ CLOSE 1 R, B. BK« BK. LK 


Decapitation Fatality 


(CL0SEiCi,O,O,O,HK 


Bubbles Friendship 


0,0, LP 


Banality 


0,0,0 Am 


Babbit Animality 


<1STCP)O,O,0,R 


KtFataity 


0,0,0,LX 




Hold HP for 2 seconds and release 



(fuH screen) 0,0,0,0,01 



<ctosa)O,0,O,O,LP 



(ctosa)0,0,0,0,HK 
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J a* grows and grows until he's 
stamps on his opponent, just lite in the Monty 
Python opening sequence! 








0,0,HP 








0,0,0, 0.HP 


B 






Hold IX then release 








0,0, LP 








Op.HK 






BK in the air 


* 


Multiple Slam 


LP to throw, then HP repeatedly 




FATALITIES 






Big Foot Fatality 


(jump)R,BK,R,R,LX 




Blade Chop Fatality 


(closelBK +press 0, -0,0, 0,reteaseBK 




Skipping Friendship 


LK,R,fi\LK 




Banality 


O.O.O.LK 




lion Aiumality 


(close) Hold LP +press O, O, Q, O, release LP 




Pit Fatality 


0,0,0,LP 




Sheeva grabs her opponent's skin, then pulls it right dawn around thefr ankles in 
bloody skeleton is left standing with bits of flesh dripping off. Brilliant! 





Fireball 


O.O.HP 






Floor Stomp 


<3,0,0,HK 


11 




Teleport Stomp 


0,0 


< 


FATALITIES 






> 
u 


Head Pound Fatality 


(oteM)0, 0,0,0, If 


SHE 


Skin Peel Fatality 


(close) Hold HK + press 0, 0,0, release HK 


Plate Spin Friendship 


0, 0, Op, wait half second, HP 




Babality 


0,0,0,0,HK 




Scorpion Animafty 


( close) R, BK, BK, BK, BK 




Pit Fatality 


o,o,o,o,u> 



3 



Hold BK +rol 360 degrees forward 



(close) Hold LP +pre»s Q, 0,0, Q,r> 



(close) Hold LP - press R, BK, B, BK 



(close! Hold HP ■ press R.R.R.rt 



Id BK +press O.O.O.LP 
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Street Fighter Alpha is 
already becoming yet 
another classic 2D 
beat 'em up from the 
connoisseurs of class; 
Capcom. Almost arcade-perfect 
translations and even better than the PlayStation 
version? Yes, of course it is, and the first choice for 
any fighting game fanatic in possession of a Saturn. Between 
this and X- men , there's very little time left to play anything 
else. What SEGA SATURN MAGAZINE has managed in this 
period is to formulate a comprehensive moves list, and once 
again DAVID HODGSON guides you through those characters, 
now clad in a weathered karate gi with the power of 
lightning at his disposal! 




M BISON - "You cannot fight destiny. 

The world is mine!" 



leader of Shadowloo comment that hit aura sends out supreme feelings of evil 
and dread, with all his past opponents being sentenced to an agonising death in a 
gout of supernatural power at the hands of Bison's legendary Psycho Crusher. 
Bison strongly feels that evil shall triumph, and has dedicated his life to pursuing 
evil ideas, using his reserves of Psycho energy to perfect the killing Psycho Crusher 
attack. He has currently halted this quest for world domination, feeling that no 
mortal (or immortal) man can stop him in this task. All shall tremble! 



CHUN LI - "If you're going to fight; fight for real!" 



deepest Shadowloo. Although still very young, her upbringing in a remote 
rural region and the vigorous training in the art of fighting has made her more 
than a match for any man. Now accustomed to flooring those gentlemen of ill 
repute that take a shine to her, Chun Li is a both feared and respected member 
of the undercover squad that she is leading. Now her squad Is holed up in a 
canyon complex just north of Bison's headquarters, determined to seize the 
madman and his entire cartel of drugs and the associated hard men that form 
Bison's team of bodyguards. Her reconnaissance team has just reported back; 
Bison is about to make the delivery! Now Chun Li must act, challenging Bison 
in the combat arena whilst the rest of the team halt the delivery of narcotics. 

to settle with Bison; she must avenge the death of 
her father and Bison must pay for this outrage! 





"Con Yurrk! Arrgh!" Sodom steps a L_ ... 
close to lady Li') awesome Rushing Burst! 







0,0,0 ♦ any kick 




Any kick repeatedly 



Fierce punch whilst in the air and next to foe 



0 * Medium kick whilst airborne 



Hold O, press O + any kick 



IdO.pressO + any punch 



Hold OA 0,0 +any kick 



0 , <1 0, 0 , <X O + any punch 



11 4fr SEGA SATURN 




DAN - "My father can beat you, and he's dead!" 



o the fighting arena, having watched wrth horror as Sag; 
pursued hit father and roundly beat him to death when Dan was very young. 
Throughout the rest of his childhood, he was driven by an uncontrollable rage I 
Sagat and make him pay for his atrocity, and was also angered when he heard that 
another young fighter had managed this feat already. After bouts of impromptu train- 
ing, Dan feels ready to face allcomers in his quest to kill Sagat, Dan's father may have 
blinded Sagat in the right eye, but Dan will be the fighter to truly finish him off! 



SAGAT ■ "Accept your weakness and 
never return here 



Sagat writhed in agony after the first ti 
clysmic confrontation with Ryu that resulted in the Muai Thai Klckboxer being 
scarred from a huge dancing uppercut in the final stages of the fight. After this 
outrage, the former champion of the street has trained in his secret hideaway only 
to return to reclaim his title from Ryu, whom he calls a "lucky boy". Sagat is not to 
be swayed by anyone who halts his past, as all he can remember through his burn- 
ing rage is the pain of the searing wound caused by the mighty Dragon Punch. 
This scar glows with Ki from time to time when Sagat is deep in thought about the 
forthcoming execution of Ryu. 



0,<XO + 



0,0,0,0 f any punch 



■0,0,0 +anykk* 







0,0,0,0,0,0 ♦anypuncti 




0,0,0,0,0,0 tanykk* 




0,O,OO,O,O-<-aiiyki<* 








0,0,0 ♦Miykk* 




0,0,0+any punch 




: my Kick 




0,0,0,0 -t-anyponch T. / ^ 




0,0,0,0+MyUck l^rVl 






0,0,0, 0,O,O +arty punch 




0,0,0, 0,0,0 +anyWc* 
0, 0, 0, 0, 0, OO +anj kh* 



"I have trained Inadequately for thle fight, so 
much so that my fireball newer leaves my 
hand! Take a Sky-Shaking Stylistic Fist, o 
gypsy wan il arer!" "Oof!!" 




Later in the same bout, Dan tries another of 
his questionable tactics, inflicting only 
glancing damage to Rose with another of his 
laughable techniques; the Sky -Cleaving Kick. 



of few words and m 



W2 



"My Low Tiger Wave will lake care of yoo!" 



SEGA SATURN 8 JL 




IDEE ^ 



JEFFRYMcWILD 



Despite having one of the molt... strange scenarios in the game {Apparently Jeff ry's an 
Australian fisherman who has mastered the ancient Roman art of Pancratium), this 
character is one of the real power-players in the Virtua Fighter tournament. Although 
fairly well kitted out m terms of moves, he is shy of a fair few techniques compared to 
some of the other characters. Indeed, when comparing Jeffry's moves list to say, Kage'i, 
it's difficult to perceive that he has any chance at all. This is clearty not the case, 
because what he lacks in quantity, he more than makes up for in terms of raw power. 

Power-play is the key to getting the most out of Jeffry McWIId. As you can see 
from the techniques listed below, he is relatively gifted in terms of combinations (con- 
sidering his srie), but he scores most points in actually blocking and dodging attacks 



and then responding with devastating throws. leffry's throws are by far the most pow- 
erful in the game (WoK has sacrificed power for versatility) and the awe-inspiring 
Splash Mountain {down/forward -down/forwarri+P+K) is super- powerful. Crouching, 
guarding opponents are quickly despatched with the Power Bomb 
(down/forward+G+P+K), which puts paid to defensive tactics and forces the opponent 
to come out fighting. 

As regular Masterclass readers will see, the combinations we've listed below are 
quite similar to Wolf's (as seen in the last issue). Jeffry is pretty similar to Wolf in this 
regard, although we recommend examining Jeffry's scooping punches in order to get 
more out of him. 




fills Jumping knee attack is pretty powerful plus It puts your foe in thi 



.then TWICE with your mighty flits! 



LAUCHAN 



As VF fans will know, when AMi organised the official Virtua Fighter i arcade tour- 
nament in Japan, they were surprised to see that a Lau Chan player won the compe- 
tition. He did this on the strength of Lau's combination prowess alone - he is the 
undisputed master of the PPPK combination and Is armed with a variety of guard- 
breaking techniques which are designed to break through the opponent's defence, 
leaving them wide open to a PPPK follow-up. This remains the case in VFi - but to an 
even greater extent I 

For starters, Lau has been granted even more techniques which he can use to 
blast through an opponent's guard. The most confusing of all has to be the up/for. 
ward+K cartwheel kick. It looks as though it hits on the high level, but actually 



strikes right in the gut, and surprisingly, it has a huge amount of combination 

The basic rule of thumb is that Lau is more effective the tighter the opponent. 
In fact, true VF masters can pull off a frankly unbelievable 13-hit combination on Pai 
(who is the lightest character in the game). Characters like Sarah and Lion also suffer 
badly in combination strikes, while Wolf and Jeffry lose out because they are slow to 
react. They might not float well in combos, but Lau is faster with his combos. This 
means that Lau's greatest enemies are fighters like Jacky, Akira and Kage. The last 
two are particularly troublesome in that they have reversal attacks which often 



defeat the punch-led Lau. Despite this, he 1 



a fairly powerful character... 



Get your opposite number on the floor... 



*^ 



lau's excellent PPPK cor 
with a standing punch... 




...followed by another, slightly quicker blow, 
which knocks lighter foes right backwards... 



...the next punch allows Lau to move forward the up forward >K cartwheel kick to the hi 
himself, which gets him In range far... which should put anyone on the ground. 
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PANZER DRAGOON ZWEI 



n added bonus (it's great, really), you can kill yourself during the game by 



pressing L+R+A+B+C at the s; 
aiming for the maximum 100% ki 



Is useless, but if you're 
n enemy, you c. 



tart the level, rather than waiting for the baddies to kill you. 




GUARDIAN HEROES 



To find the hidden challenge at the coliseum, play through until you reach levels 
3, 4 or 5 Keep running to the right, only stopping to beat people up when the 
screen stops scrolling. Move into the distant plane and keep running until the 
end of the stage. You'll notice a small wooden sign, and when you reach it. 
you'll skip to the coliseum If you accept the challenge, you'll fight against 
gangs of enemies until you want to leave, meaning that you can build your 
experience levels up early on in the gamel 



NIGHT WARRIORS 




Not only is the regular game completely brilliant, these cheats are fantastic! 
If you go the options screen and highlight the speed option and press X. X, 
Right, A, Z quickly (Akuma's hidden firecracker move in SF Alpha), you'll be able 
to move the speed stars up to 8 This makes the game ridiculously fast and dif- 



OPT I OH MOPE ! OPTION MOPE 








hyper-fast turbo si 



to play games at turbo speed two? Not ost Use this cheat to boost it 



Eight! 



If you highlight the key configuration option and press B, X. Down, A. Y quickly 
(Anakaris's ex-special), an new option will appear- Appendix. Select this to get 
loads more options, including one to turn on the full arcade animation when 
two of the same character are fighting each other. Also, a complete version of 
the original Darkstalkers -the version appearing on PlayStation -can be 
lg with all the original backgrounds! 



See that little wooden signpost on the right? 
Run straight through the level to it and 
you'll enter the hidden coliseum challenge 
shown here on the right. 



To transform Han into Super Han, you'll need to collect the second magical 
sword from the One-Armed Undead warrior on level 8. From the start of the 
game, always choose the last option at the end of the levels to get to stage 8, 
and beat the warrior to turn into Super Han. He looks the same as before, only 
he gets loads of extra experience points, making him faster and more powerful. 







We want to know why AM 3 
suddenly decided to make 
puzzle games. 



It's bizarre that AMj decided to turn their hand to a puzzle game after 
completing the mighty Sega Rally, but then Baku Baku isn't your ordinary puzzle 
fare. While the basic mechanics of the title are uncannily similar to any Puyo Puyo 
style game, it's easily the most novel slant on this age-old title seen in ages. 

The basic objective is to pair up certain types if animal with their usual pre- 
ferred food - for instance there's mice that eat cheese, pandas who love bamboo 
and monkeys who would kill for the merest sniff of a banana. If you manage to line 
"Op a whole bunch of fruits with their intended owner, they'll all disappear, and any 
lin reactions you set off will cause fruits to fall down on to your opponent. The 
playing area to fill up to the top is the loser. Yes. it's that simple. 
So, why is it better than all the other puzzly kinds of games? Well, for one. 
there's hardly any of these kinds of games on Saturn anyway, and this is head and 
shoulders above anything else available, both in terms of graphics and fun. 

If you're looking for something that will give you a lifetime's worth of play. 
Baku Baku is easy to finish, but you'll come back to it time 
especially in two player mode Besides, it makes a welcome break from frenetic 
shoot 'em ups or high speed racing games. 






|acclaim 1 




_[£39 . 99 








1* 1 








it of here! Surely thi 



A shoot 'em up featuring top pop stars? Get the rock 
can't be true? But it is. It features heavenly hairdo- 
ly it doesn't, because someone's kidnapped them. What you have to do Is 
the howling rock chkkettes so they help you find them in time to play 
Just for you. 

Anyway, this vastly complicated plot all takes place within the confines of 
variety of urban scenarios where you have to blast the living daylights out of all 
nasty bad guys and free all the buxom babes over a plethora of levels. Of i 
seeing as this features pop stars and everything you may befooled into tr 
that the action is all rather good (after all, surely pop stars wouldn't 
lend their name to something dire. Would they?), but you'd be wrong 
lust like fellow rockers Motley Crue, Aerosmith's first foray into the 
videogaming world is a bit of a soft rock tragedy. There's nothing 
here that would appeal to either a lover of good games or a lover of 
Aerosmith. Graphically, it's a bit of a mess and the game itself is 
completely unstructured -you just blast at things until the level is 
finished, then blast some more when the next level starts. 

If Aerosmith had any sense at all, they would never have put 
their names to something as poor as this. It was bad enough when it 
appeared in the arcades a couple of years back, and with the absence 
of the guns used in the coin-op, it just becomes a cumbersome and 
uneventful game. 




Get the rack outta here. Ho, go on. Wo'vc had 
just about enough of your type. 
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Alone in the dark O 



This was quite popular when it was released on the PC some years ago. Today 
though, it's hard to see why- games have moved on at such an incredible rate that 
Alone in the Dark seems dated in comparison. 

Admittedly, there area few changes for the European Saturn version, including a 
Virtual Ride Sequence, extra texture mapping on the sprites and the removal of a few 
bugs, but sadly, these are mainly cosmetic changes. 

Although there's not many of these adventure- style games on console at the 
i ^ _ moment. Saturn owners probably won't 
be thanking Infogrames for bringing this 
to their machine. While featuring all the 
popularthemes employed in a wander- 
about adventure (zombies, death, gore) it 
looks dated in comparison to what's on 
offer today (D or Myst). Also, the controls 
are a bit awkward and when you're doing 
things like shooting enemies, you need 
pin point accuracy to hit the target. 

Still, if you have a lot of patience and 
a love of these kinds of games you may 
nt from this. 



1* 



Jack's had one ton many in this part of the 
game and has to ba carted home try "Big Ron" 





person's compleiion. 




(StlFSXEIS 



Although just about everyone is trying desperately to release Doom 
style games on console, there's very few that are actually any 
good. And the ones that are usually appear on PC ages before anyone 
gets □round to converting them to console. 

Defcon 5 though, has appeared on just about every game platform 
from PC to 3DO which may lead you in to believing that this is one of 
those smash-hit releases that everybody loves. But don't be fooled. 
Because although this is one of the only alternatives to playing Doom at 
the moment, it's nowhere near in the same league. It may look really 
fancy on the surface, but that's about as fat as any positive points go. 
Andthat's not because the game is really tragic or anything It's just that 
nothing ever happens. You're supposed to be protecting your colony 
from alien invasion and there's never any aliens to shoot - in fact most 
of the time there's hardly any evidence that they exist at all And despite 
trying to add to the standard shoot 'em up fare by including strategy 
elements (which sees you assigning d raids "surveillance" tasks, etc) the game 
remains really the most yawnsome thing ever to appear on Saturn. If you real I 
play a great blasterama then wait a few short months for either Doom or Quake. 
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^ $r We've got lots more oa Virtua Fighter Kids 
42^ this month, and a few more shots of Virtua 
+J f Fighter 3 to keep you happy. And the beat 

'em up bonanza continues with Capcom sequels 

in the shape of Marvel Super Heroes and SF 
Zero 2. Oh, and Cyberbots! Enjoy! 



VIRTUA FIGHTER K|DS 1 



Thought that issue 6's VF Kids pictures looked good? Prepare to be blov 
as we take a look at the finished version of the game with lots of lovely screen- 
shots to boot. 

SHORT REPLAY 

Within the game, there is a replay mode that comes into effect when a fighter per- 
forms a certain move. This is a very short replay and is shown during the fight 
itself In fact, it's very similar to all those short replays fans of martial arts films 
would recognise, and it adds to the atmosphere no end! 

FINISHING BLOWS 

Each character has specific moves that act as 3 Finishing Blow, So what makes this dif- 
ferent from the average KO> Does it allow you to perform a fatality? Or maybe an Ultra 
Combo? Not quite When used on the opponent towards the end of their energy bar, 
they will go flying off in a spectacular manner in a similar fashion to Street Fighter 2. 
Almost all the stages from VF 2 have made it into it s junior version except for one 
stage • Pais, Pai now has a very distinctive background which involves little toys on 
the shelves and some blatant advertising of a well known Japanese drink called 
Energen here and there. 




Now remember kid 5, fighting 
is a very bad thing indeed. IF 
you have a dispute with 
someone in the playground 
, over pogs or somothlng, try 
- and be nice ok? 




BOSS OF BOSSES? 



VIRTUA FIGHTER 3 

We've been unable to get any more information on Virtua Fighter ) as yet (there'll be plenty 
month though from the E3] but just to keep you satisfied here are some more pics. 





next 



CREDITS 



Shh. What we're about to tell you is absolutely top secret. You can't tell any- «m<h» 
one at all, okay? Next month, Sega have some absolutely scorching games 521 
lined up for coverage. We can't tell you what all of them are but look out for: j;;;™- ; 

Product tt 

HE FIRST SHUTS Or oATUKN Vln I UA uUr m**m 

Publisher: 

THE FIRST SHOTS OF SATORN FIGHTING VIPERS! — 5 

SPECIAL N 

THE LOWDOWN ON THE SATURN'S NEW MODEM Zl 

SEGA LI Al 

AND INTERNET CONNECTIONS! 



10 THANKS: The tongue talking 
he grapefruit juice. 



Dear Newsie 

Crikey! With such top games covered, I really 
don't want to miss out on the next issue of 
SEGA SATURN MAGAZINE Be a top chappie 
and reserve me a copy would you? Why, 
thankyouold bean. 

NAME 
ADDRESS 



UK: £27.00 

SURFACE MAIL: £40 00 
AIRMAIL EUROPE: 
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' 8 JB^i.-* jinearenotnecessarilythc.se 

OP ^ y "5HJ^lt of the publishers or of Sega, 
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You can also look forward to a report from the 
world's biggest games show - the E3, held in Los 
Angeles, A feature from Konami's American head- 
quarters outlining their Saturn release schedule, 
words from the developers of Knights, the results 
of our Time Attack competition, plus an exclusive 
cover story of gigantic proportions... 



I ISSUE 9 GOES ON SALE JUNE 20TH! 
pfspruf vniiR r.npv Nnwm 



SEGA SATURN MAGAZINE USE 



inn I DOLBY SURROUND! 



TO TEST ALL SOFTWARE 

personally. 



GBMEP 




PRICE! CHOICE! QUALITY! SERVICE! 



THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER GAMES IN THE COUNTRY!! 



OUT OF THIS WORLD 
SATURN PA CKS AT DOWN TO 
" EARTH PRICES!!! 



FOUOWMG IS A UST OF HKMSIONAl 
RELEASE DATES FOR FORTHCOMING 
REMEMBER THESE ARE 
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C& VG - 96% "The Capcom boys done good." 
Play Magazine - 93% "A cracking conversion that offers 
more hard-hitting appeal than MK3." 
Gamesmaster - 93% "Pretenders step aside!" 
Playstation Plus - 90% "The speed, graphics, sound and 
sheer playability just make it for me." 

CAPCOM 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



